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L3 SR on Lk : Throws bolt of fire (only) at 


j foes. This blast gets same number of 
Magic Target dice as user's level number, plus caster's 
Shield combat adds. 


L5 SR Dex Can be thrown like a discus, 
does 10d damage plus missile adds. Re- 
Jauires a L1 SR LK to retrieve, in the same 
combat turn. Does not provide protec- 

tion for this combat turn. 


Sies Hits taken = ST req. Cost Weight 
Magic Target Siege 12 5 300 
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RING OF FLY-ME 
Magic Ring 
Can be used by any Type. 


Allows user to fly at running speed 
for | turn. 


Drains 1 ST per Turn. 


TROLLS TC All ANEw 


sy Dan Prentice 


Since the last issue there have been alarums and excursions aplenty in the world of Tunnels 
and Trolls. Flying Buffalo, the original publisher of our great game, has been sold to Webbed 
Sphere Inc, a game publisher & more that are probably most familiar for their Troll & Toad 
storefront. They have plans for the game and we wait on those in excited anticipation. 


In the meantime, so that we can satisfy the frenzied demand for all things T&T, we have done 
our own deal with the brilliant team at Tavernmaster Games. These excellent fellows have long 
contributed material for Tunnels and Trolls and for our very own magazine. Andy Holmes, Sid 
Orpin, Simon Tranter, Andy James & Jason Mills are the Tavernmasters and | strongly recom- 
mend their work. They have generously agreed to host this issue so that you can continue to 
enjoy it now and in the future. 


The older issues published through Flying Buffalo are still available, and | urge you to check 
them out if you have not done so. 


This issue has great contributions from faces old and new. Be lured into the Lair of the Slaugh- 

termander, dare Devil Hill, invoke divine protection in Deo Volente, marvel at the Molten Magic 
and enjoy our reviews of things fantastical and super. Remember, as the Trollgodfather opined, 

tis better to be lucky than good. 


The famous Hand anda half and-aootanda-friend sword 
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RANOOM STUNTING TABLE 
By Sid Orpin 


“Stunting” in T&T™ combat is often the difference between survival and certain death. In Lair 
of the Slaughtermander you will certainly need to stunt to overcome some of the more chal- 
lenging opponents as encouraged by the author. You can either do your own stunts or use the 
table below to arrive at a random stunting option by rolling 2D6. You can then choose to at- 
tempt that stunt or not. 


| Roll 2d6 - 1st for Column, 2nd for Row | 


Feint: L1 SR on DEX. Strong Block: L2 SR on STR: | Double Strike: L3 SR on SPD 


Increase Attack roll by 1D6 | Increase Armour protection by | Roll double attack dice for this 
+ amount SR to hit number | 2D6 + amount SR to hit number | combat turn. 
exceeded by. exceeded by 


Trash Talk: L1 SR on CHR | Sidestep: L2 SR on DEX Somersault: L3 SR on DEX 


Decrease Opponent’ at- Decrease Opponent’ attack Completely dodge opponents 
tack roll by 1D6 + amount | roll by 3D6 + amount SR to hit | attack roll for this combat turn. 
SR to hit number exceeded | number exceeded by 

by. 


If you fail your “stunt” SR, take direct CON damage equal to the number the SR is failed by. 


If you fumble your “stunt” SR, the opponent inflicts the attempted stunt on you. 
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LAIR OF THE SLAUGHTERMANOER 


A Tunnels & Trolls™ Micro-solo 


Written By Cuarles Scnulcz 
The Rules 


This adventure is probably best for a character with around 20-40 combat adds. You should 
also know that the saving throws suggested by this adventure are level 2 and level 3... but Im 
not going to tell you on which attributes, so there! It was designed with warriors in mind, but if 
you think it would be fun for your wizard or rogue to give it a try, | don’t see why they 
shouldn't be able to go on this adventure. 


The most important rule is this: if you return to an area where you've already been and have 
already cleared out whatever your encounter-based options would be, just ignore any given 
encounters. If there is a choice of doors to use in the paragraph, choose from that. Otherwise, 
follow any previous choices made in that paragraph until you get to an entry that gives you a 
choice of doors and choose from those. Simple, right? 


Now start at paragraph 1... 
1 


It was all anyone was talking about at the tavern. Jenny Snodgrass, Vermindy Dunsteed, Torte- 
flambee Feldspar... all vanished after they went to that cursed cave out in the Far Fields, just 
like the others before them! Torgon the Ill-Favored, bailiff for the town of Horkenrind, where 
you have been taking your most recent rest from your never-ending quest for adventure, has 
asked you to find out what has become of them. After all, you're a sufficiently expendable- 
looking out-of-towner. If you can bring them back safely, that will all be for the best, but if 
some ill has befallen them, then a token of their fate that might meet with proper burial would 
be sufficient. And, of course, the town is willing to offer a substantial reward from its treasury 
to back up this request. 


Tempted by gold or glory, you make the journey of several miles past the outskirts of Horken- 
rind to reach the cave. You find it smack dab in the middle of a wide clearing: a freestanding 
edifice of rough, jagged stone abutted by oc- 
casional trees and boulders. You clamber over 
the large piles of loose, overturned earth at the 
entrance and step inside with a sense of deep 
apprehension. Looking around cautiously, you 
begin your trek into the caves depths. With the 
echoes of dripping water resounding in your 
ears, you squint your way through the dim illu- 
mination provided by luminescent fungi clinging 
to the irregularly eroded walls (In fact, they pro- 
vide illumination throughout the complex, as 
you will find). Eventually, the seemingly endless 
tunnel comes to a halt: before you are two 
doors. Doors in a cave? Its more likely than you 
think! Do you go through the east door? Go to 
7. The west door? Go to 12. Back the way you 
came? Go to 5. 
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2 


As you step into the pink muck, a large portion of it forms up into a meaty tidal wave that tries 
to crash down on top of you! You try to move, but the muck is too thick for you to get proper 
footing and you are doused in the foul stuff, which itself begins spraying digestive acids on you. 
You take d6 hits directly off your CON. Now, you must fight the Pink Slime! It has a Monster 
Rating of 54 (6d6 + 27) and, because it can squeeze itself into nooks and crannies with its 
acid-spewing meatiness, your armor only protects against half of the hits it would usually ab- 
sorb. Use all the cunning, tricky saving rolls you wish, but adjudicate them fairly as your own 
gamemaster! If you lose (or died from the meaty tidal wave), then you now have a rewarding 
career ahead of you as more Pink Slime. If you defeat the Pink Slime, then you can go through 
the door to the north to 8, or through the door to the west to 7, or you can go through 

the door to the south and exit the cave by going to 5. 


3 


“Ah, those poor unfortunates!” the goblin 
says, resting his pen in the inkwell. “You can 
find therm. Or what's left of them.. hy going 
through that eastern door, and then taking 
the northern door you see in the next room. 
Now about that name...” Do you return his 
courtesy by introducing yourself? Go to T. 
Do you thank him for the information then 
try to run him through? Go to 13. Or do you 
get back to more important tasks like decid- 
ing on a new door to open? You can go 
through the north door by turning to 4, the 
east door by turning to 12, or you can exit 
the cave through the south door by going to 
5. 


4 


A welcome sight greets your eyes in this 
room! A glittering pedestal of ruby carved 
directly into the floor of a chamber made of 
the selfsame material hosts a golden dodecahedron dotted with little holes, as if it were a hon- 
eycomb. You don't really have a prayer of chiseling out the ruby in a way that would maintain 
its value, but that dodecahedron sure looks like it would fetch a good price... 


NS 


Do you swipe it? If you do, go to 14. If you think youd be tempting fate, then you can always 
go through more doors. To go to the east, go to 8. To go south, go to 7. 


5 


As you are leaving the cave, make a level 3 saving roll on LK. If you succeed, go to P. If you 
fail, go to 15. 


6 


As the foul-smelling green stuff erupts towards you, you leap out of the mouth of the cave 
just in time...only to see nearby trees uprooted and boulders tossed in the air as the bottom 
part of a vast, toothy jaw bursts out from underneath the dirt! Turns out thats no cave mouth, 
thats a Slaughtermander’s mouth, and its none too happy that you've been messing around 
with its Four-Chambered Stomach and making it vomit! You must now fight the Slaughterman- 
der. It has a monster rating of 96 (10d6 + 48). Use all the cunning, tricky saving rolls you wish, 
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but adjudicate them fairly as your own gamemaster! If you fall in battle, then Torgon the Ill-Fa- 
vored considers it no great loss that you don’t come back. If you win, you think to yourself 
that it may not be as illustrious a title as “Dragon Slayer,” but “Slaughtermander Skewerer” has 
a nice little ring to it too. You safely return to Horkenrind and may go to P. 


7 


You open the door and see a well-appointed office. A studious-looking goblin wearing pince- 
nez and a skullcap is scribbling quickly into a leather-bound book. He glances up at you and 
waves you in. ‘Ah, there you are! Finally! Your name, please?” 


Do you give him your name? Go to H. Do you ask about the missing persons from Horken- 
rind? Go to 3. Do you gut him on the spot? Go to 13. Do you ignore him and go through one 
of the other doors in the room? The door to the north goes to 4. The door to the east of you 
leads to 12. The door to the south exits the cave and goes to 5. 


8 


As you walk into this chamber, you see a large pile of bones. They look pretty human to you, 
and with a sinking feeling you realize that these are likely the remains of the missing towns- 
people of Horkenrind. Do you take the skulls off the top of the pile as mementos to bring 
back to town? Go to 16. Do you dig around in the pile to see if they left behind something 
more valuable than a bunch of lousy skulls? Go to 18. Or do you think a pile of bones is boring 
and decide to go back to choosing doors? You can go through the west door by going to 4, or 
through the south door by going to 12. 


9 

As you step into the pink muck, a large portion of it forms up into a meaty tidal wave and tries 
to crash down on top of you! Luckily, you get your footing in the slurry and dash out of the 
way of its vile attack (if you are a fairy, you were simply flying over it the whole time, and you 
blow a good raspberry at the slurry to let it know what a chump it is!). You must fight the Pink 
Slime! It has a Monster Rating of 54 (6d6 + 27) and, because it can squeeze itself into nooks 
and crannies with its acid-spewing meatiness, your armor only protects against half of the hits 
it would usually absorb. Use all the cunning, tricky saving rolls you wish, but adjudicate them 
fairly as your own gamemaster! If you lose, then your character now has a rewarding career 
ahead as more Pink Slime. If you defeat the Pink Slime, then you can go through the door to 
the north to 8, or through the door to the west to 7, or you can go through the door to the 
south and exit the cave by going to 5. 


10 


You are swept up in the flood of foul- 
smelling green stuff that rushes towards you. 
It burns and stings as you find yourself... .gar- 
gled? You are then spat out back in front of 
the cave, which it seems is no cave at all but 
a Slaughtermander’s mouth! Trees are up- 
rooted and boulders are tossed in the air as 
it arises from its burrow. It seems very un- 
happy that youve been messing around with 
its Four-Chambered Stomach and making it 
vomit! Take 2d6 hits directly off your CON 
from all the acid thats soaked through the 
chinks in your armor, then take 3d6 hits from 
being spat to the ground, but subtract your 
armor from this amount. Now you must fight 
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the Slaughterous Salamander! It has a monster rating of 96 (10d6 + 48) and has armor equal to 
20 hits for its rocky skin. Use all the cunning, tricky saving rolls you wish, but adjudicate them 
fairly as your own gamemaster! If you fall in battle (or died from the acid gargling and spitting), 
then Torgon the Ill-Favored considers it no great loss that you don’t come back. If you win, you 
think to yourself that it may not be as illustrious a title as “Dragon Slayer,” but “Slaughterman- 
der Skewerer” has a nice little ring to it too. You safely return to Horkenrind and may go to V. 


ti 


As soon as you speak your name, the goblin 2 eon 
scribbles it quickly in his book and cackles . 

madly before tearing out the page, rolling it — — st wah 
up and tossing it at you. “There you are! 3 

Have fun with it!” he shrieks before mapping 
his fingers and vanishing in a puff of blue 
smoke along with all of the office equip- 
ment. Unrolling the document and reading it, 
you find that it is a demonic pact on which 
the goblin has expertly forged your signature 
(how did he even know what that looked 
like?). Roll 5d6. That total is the number of 
combats for which you will receive an addi- 
tional 6d6 for your personal combat pool, as 
you have a truly devilish luck on your side. 
After that last fight, however, an MR 140 
demon will arise from the Pits of Tha oO 
to dismember you. You will have to fight it, 
and no, you will NOT receive those extra 
6d6 in that battle! 


Since youre just standing around in an empty room, why not choose a door to go through? 
You may go through the north door to 4, the east door to 12, or exit the cave through the 
south door by going to 5. 


12 


As you step into this room, you discover that the floor is coated in a thick, goopy, pinkish slurry. 
If you are wearing calf-high or knee-high boots, or if you are a flying fairy go to 9. Otherwise, 
make a level 2 saving roll on DEX. If you succeed, go to 9. If you fail, go to 2. 


13 


It turns out a goblin armed only with a quill pen is not a particularly dangerous foe. He has a 
Monster Rating of 8 (de + 4) and you must fight him now. Go ahead and use any saving rolls 
you can think of to get the better of him, but, honestly, youd just be showing off. If he kills you, 
then. ..wow! You have my sincerest condolences. If you gut the little blighter, though, the 
parchment he was writing on disappears in a puff of blue smoke. A quick search of the office 
furniture reveals nothing of value to loot. You can go through the north door by turning to 4, 
the east door by turning to 12, or you can exit the cave through the south door by going to 5. 


14 


Uh oh. You may have an interesting dodecahedron now (worth 400 gp, weight 100), but the 
room you are in has suddenly convulsed as if it were alive. To make matters worse, a foul- 
smelling green liquid has started pouring in, and it looks like it is merely the first trickle before 
the deluge comes. You have to get out of this cave fast, ignoring everything else in your path! 
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Make a level 3 saving roll on DEX (or SPD, if you prefer). If you succeed, go to 6. If you fail, 
make your way to 10. 


15 


You hear the sound of rushing water and glance behind you only to see a massive flood of 
noxious green liquid rushing towards you. You must run for your life! Make a level 3 Saving Roll 
on DEX (or SPD if you prefer). If you succeed, go to 6. If you fail, go to 10. 


16 


You carefully load the 6 skulls into your pack (Weight: 10 each). They feel delicate and brittle in 
your hands, not like you would expect bones to feel. Now that you have the skulls, do you 
want to root through the rest of the bones to see if there is anything interesting there? Go to 
18. Or do you feel like trying a new door instead? For the west door, go to 4. For the south 
door, go to 12. 


17 


Huzzah! You have safely returned to Horkenrind! Torgon the Ill-Favored pays you 100 gold for 
each skull you have brought back. Take 100 Adventure Points for each chamber you explored 
in the cave, another 200 if you skewered the Slaughtermander, and take a nice long rest at the 
inn. You've earned it all! 


The End. 
18 


As you rummage through the bones, if you 
haven't taken the skulls already, roll 1d6. This 
is the number of them that shatter as they 
fall off the pile (Funny, bones shouldn't be 
that brittle. ..). If you already took the skulls, 
well, what's one femur more or less? Sadly, 
there isn’t much of value in the pile. The only 
thing you find is a single gold coin with a 
heart crudely engraved on it. You could 
spend it of course, but you have a feeling 
that the memory of someone’s last and 
truest love might be lingering. So long as you 
have it with you, you can choose to think 
back to this tragic romance while you are in 
combat. If you do, the spirit of the dead 
lovers will return for one brief moment to 
protect you and you will absorb an addi- 
tional 50 hits as magical armor for that 
round. This can only be done once, however, 
after which the gold piece reverts to an or- 
dinary coin. You can pick up any remaining 
skulls if you wish, too. (Weight: 10 each). 
Now where to? If you like the west door, go 
to 4. For the south door, go to 12. 


NS nig 
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Clerics without spells for T&T 
By Dorocuy V. WcCome 


Magic in T&T is like a science: put in these words and gestures, add this much WIZ, and you'll 
get a standard result. Clerics/priests work on faith, which is far less certain. | felt that the exist- 
ing SR system could be used to simulate this uncertainty — while a high-level cleric is statistical- 
ly likely to make a SR, there's always the possibility of a fumble. Under this system, the cleric 
makes a prayer, the DM sets a SR level for it, and the cleric tries to make that SR on their CHR 
(for lack of a Wisdom stat, Charisma becomes the primary attribute of the cleric, both to plead 
for aid from gods and/or spirits, and to encourage mortals to worship those gods and/or spirits). 


First, | looked at the basic functions of a cleric, which fall into a few main categories. Then | 
worked out how each function could be accomplished through the mechanism of a SR.: 


Blessing holy water/wine, carrying out pastoral duties, etc.: 
LISR on CHR, success except for fumble. 


Blessing weapon/armor/ person, etc.: 


Weapon/armor gets plus to damage done/hits 
taken according to level of SR successfully 
made on CHR. Blessed person adds + to their 
personal adds or an attribute of the cleric’s 
choice. If it would have passed a L1 check, 
weapon/armor gets +1, if a L3 check, +3 etc. This 
will get easier and the bonuses higher with more 
experience. Blessings have a duration of 1 full 
round (5 combat rounds). 


Command: 


Use the hit dice of a supernatural enemy for the 
SR roll. Double the hit dice for a natural animal, 
triple for a plant, quadruple for a sentient being; 
command must be simple and defensive in na- 
ture. 


Cure Disease: 


SRs progress as the seriousness of a disease/ 
illness/condition increases, eventually allowing 
the dead to be raised or resurrected at high lev- 
els. Raising the dead affects those who have 
died from wounds as well as from disease. 


Defense vs. Undead: 

Use the hit dice of the enemy for the SR level to Repel Undead. Area of effect is one creature 
+ half the cleric's level (round down.) Double the SR to destroy the creature. Thus, a zombie 
with MR 10-19 has 2 hit dice and takes a L2SR on CHR to repel and L4SR to destroy. This is 
hard at low levels but gets easier as the character advances and presumably increases their 
CHR. 


PAGE 11 ISSUE 12 


Dispelling: 


Use the level of an evil spell effect as the SR level. Can only be attempted once per day per 
spell effect, and it might not last. 


Healing: 
Cleric decides what level SR to attempt; patient gets double that number of CON points back. 


This can be done once per day per person. Again, as cleric becomes more capable of passing 
higher SRs, the effectiveness of healing will increase. 


LISR: Trivial contagious disease 

L2SR: Serious contagious disease; incapacitating poison 

L4SR: Deadly contagious disease; temporary condition such as blindness 
LSR: Permanent blindness, paralysis, etc., deadly poison 

L8SR: Deadly disease such as cancer, diabetes, etc. 

LIOSR: Raise the newly deceased; regenerate limbs; prevent dead being raised 
LI2SR: Raise dead up to one year. 

LI4SR: Raise dead up to one decade. 

LI6SR: Raise dead up to one century, reincarnate. 


LI8SR: Raise dead up to three centuries. 


L20SR: True resurrection 


continued... 


I dont know who he is—I've never seen 
him before. But, he must be one of those 
rebelious elves from the east side. I mean 

look at those clothes, and that hair cut... 
and what is that some sort of gang sign? 


U i} 
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Warning: 
Traps and non-living dangers can be rated in terms of SR when praying for knowledge of 
nearby dangers. 


As a penalty to the SR, subtract 1 per fumble 
during the day. 


These are not all the things a cleric might 
pray for; they're just the ones that best simu- 
late the basic skill set of Good/Light/Life cler- 
ics and are probably the most useful to an 
adventuring party. 


Clerics of other gods are likely to have other 
powers. To define a gods portfolio, choose 
5-7 main abilities and define them in terms of 
SRs, with the easy ones at a level 1 or 2 SR 
and increasing to higher SRs for more pow- 
erful effects. Use these modified lists to fill 
the cleric power slots above. Drop the 
powers that don’t make sense for that deity. 
Change the chosen enemy if antipathy to 
undead is not a feature of the gods portfolio, 
drop Warnings if you feel it appropriate, and 
so forth. 


As examples, an evil cleric of a death god 
would reverse much of the above list — do- 
ing harm to an individual, raising and com- 
manding the undead, and so on. A god of 
tempests? The cleric might pray for wind to 
fill a ship's sails, rain to break a drought or 
lightning to strike an enemy. Healing may or 
may not be part of that gods purview. And a 
god of nature (whose clerics might be 
Druids, if you will) might have constructs and/ 
or abominations as their chosen enemy in- 
stead of the undead. 


Like Rogues, clerics may use any weapons 
and armor they want, though they don’t get 
Warriors bonuses. If there are specific 
weapons and/or armor associated with the 
deity, the Cleric gets a +3 bonus to damage 
dealt/hits taken by it. Clerics can learn magic 
like a Rogue, but don't start with a free spell. It isn’t cost effective for a Cleric to be a Wizard 
or vice versa; the AP needed to advance would need to be portioned out over IQ, DEX, WIZ, 
CHR and CON if the character is to survive, slowing their overall advancement. [Note: this is a 
change from the more detailed Mirabile Dictu! system under which Priests were absolutely 
barred from using magic. 


WP VL Vay 
BERIE 
— | g 


This system requires some tweaking up front to define the clerics powers but should be easy 
to use during play. At most, the GM will have to make up appropriate SRs if the player wants 
to do something out of the ordinary. 
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POWER TRIP Review 
Power Trip the T&T supplement by Ken St. Andre 


Reviewed ey Ricu Burley 


Over the last few years, I've seen some very inventive alternative genre spin offs from T&T in- 
cluding post-apocalyptic, horror, spies (MS&PE!), cyber punk, and theres even a Steam Punk 
setting being hinted at (Steam Trolls?). But, the one genre that I've been intrigued about is the 
world of costumed Super Heroes with their larger than life powers. How, would T&T handle 
superheroes? I've mused for quite some time. And now, after a long wait Ken St. Andre has 
released a book that addresses super powered beings in a book called Power Trip! In fairness, 
the book has existed for some time and Ken says it started with a set of note cards that he 
started jotting down notes on. But, he has newly revised the book with an awesome cover! 


Man, lve been waiting a long time for this supplement! So, | quickly bought my copy. Reading 
through it | found it to be quite different than 1 expected. Power Trip is more a hodge-podge of 
different articles and ideas than it is a concise rule set. | really appreciated that Ken said that 
Champions and Marvel Superheroes (two of the most prominent superhero RPGs in 1985 
when Ken made this observation) probably handle superheroes better than T&T can. That be- 
ing said, there are some great concepts and discussion ideas in this booklet. As a long time 
Superhero RPG guy (I ran many Champions games in the 80s and 90s) I have longed for a 
merge of T&T (which has become my go to game in recent years) and the supers genre. | 
have found pages 26 through 36 especially useful as it is a description of new superpowers 
with costs and their Endurance costs. Thats right, the game introduces a new attribute called 
Endurance (or END) that functions much like WIZ does to fuel spells in T&T. 


I'm still not sure how I'l use this booklet, but it will get mined for material on some level. At the 
very least | can see an unwitting super getting ported to Troll World for some adventures. Of 
course, a super would be overpowered for much of the intro adventures. But some of the 
higher stuff would definitely be a challenge for a lone super. Will | ever run a T&T 4 Color su- 
pers game? Maybe as a one shot. It would be fun to experiment with at the least. | can fore- 
see some splicing in some stuff from Champions and other games though. 


Just for fun I have included 3 supers that created using the rules. | hope Ken doesn’t mind, but | 
altered the rules slightly to my preference. For example, I did not use the skills from MS&PE as 
suggested as | like the talent system from T&T much better. After all, Supers aren’t known for 
having vast amounts of skills in other superhero RPGs. It’s all about the powers! Then again, if 
someone wants to use the MS&PE skill system | suppose it would be easy enough to do so. | 
do think that Ken will be pleased with the tongue in cheek manner | have created these ex- 
ample supers and I think they reflect the comical undertones of T&T well. But, again, if you 
want grimmer and/or serious supers you can certainly design your characters with those tones 
as well. Lastly | want to say that this rule set lends itself better to lower level and street level 
supers (think Dare Devil, Batman, Spider-man, the X-Men etc.) rather than cosmic level supers 
like Superman, the Hulk, or Thor. 


For your perusal | give you Santa Claws (a blatant anti-hero amalgam of old Saint Nick and a 
certain scrappy, Canadian mutant); Post Haste (a villainous speedster); and Great Scot (a Scot- 
tish hero with growth powers). So, without further delay, here they are. Excelsior! 
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Great Scot 
Angus McAngus 


6’/ 56’ tall 
200/1,200 1b 


Green 


(wears domino mask in hero persona) 


Distinguishing physical characteristics: Normal form large, muSCtW!a 
curses like sailor, when powers are activated (REALLY large!!), wears a 

giant kilt and domino mask in giant form. And no, nothing is worn under 
his kilt. Everything is in perfect working order. 


“20/120 20% 12 8 | 8 10 10 
. 

ao B | ?? Moderate 
ganos eam O 


24/108 (giant form) 


20000/super form...hard to say, ALOT 
English (heavily accented with a Scottish brogue), 
Scots Gaelic 


Super enhanced |Super STR Super CON | 4 


(stone, not actual stone but works in effect 11 
like stone), self only, Doubles protection of 
END points used, only in giant form. 
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T ~y | 
vers continuec 


Size Change 


Talents 


Back Story 


Weaknesses 


TROLLSZINE 


Normal to larger, usable on self only, he becomes 6x 
his normal size with 6x his normal STR, CON, height, 
and weight. Takes one full turn to grow to full size. 
Roll 1 d6 to see how many rounds he must remain in 
giant form. 


Scottish games stuff (including caber tossing), cre- 
ative swearing, drinking heavily 


Angus was competing in the caber toss event at the 
local Highland games in Scotland when a super bat- 
tle broke out nearby. The dastardly villain, Dr. Troll 
had the hero Mercury Marvel down for the count. 
Feeling a moment of heroism, Angus threw the caber 
at Dr. Troll which caused the villain’s omega ray gun 
to miss the fallen superhero. Unfortunately for An- 
gus the ray hit him instead. However, the ray caused 
Angus’s meta gene to kick in and he grew to gigantic 
proportions and proceeded to wipe clean Dr. Troll’s 
clock (who was already in a weakened state). This 
garnered much acclaim for Angus who liked the at- 
tention. So, he took on the superhero persona of 
Great Scot hoping to draw more accolades. 
Personality: Angus was overconfident and full of 
himself before gaining superpowers (spending hours 
admiring his muscles in his mirror). Now heis an 
unbearable narcissist and glory hound. 


If Angus takes any damage, he will become enraged 
(berserk per the DT&T rules). Also, if he becomes 
angry he must make an INT SR, and if he fails that 
then he will grow to his giant size and likely become 
berserk. 


“Ach! Ya think yoor a @#$%^8&^%%$ bad ass then do 
ya’ lad? Well, then, $%%^$#%^8e, have some of this! 
Wham!!!” 
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Villain 
Post Haste 
Calvin Clifford 


5'7" Che's a shorty 
and defensive about 
it!) 


160 lb Clots of lean 
muscle) 


Bald (shaves it as 
his hair is receding 


a 


8 — NN, 
Brown at AAA 
Distinguishing physical characteristics: bald, short, human with a han- 
dlebar mustache 


English... but barely that. 


Super enhanced 2 


Speed Self only, multiples based on the number of END 
points put into it. 
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” oan oe We =, J 
continued 


Force Field 


Unlimited 
Teleport 
(Turbo over- 
drive) 


Special 
Device 


Talents 


Regeneration self only, 1/10 of CON per hour. 


Calvin must be running for it to 10 
work, creates a wind sheer that pre- 
vents friction and also deflects dam- 
age (min 5 hits and as much END as 
Calvin puts into it) 


only on self, A burst of speed that causes Calvin to ef- 
fectively disappear and reappear at another location 
far away. This is enormously costly and might cause 
him to collapse from exhaustion. Extra cost: 4x END 
cost, must be running. 


Letter bomb: Treat like “boom bomb” spell with 3 lvls, 
does 40 points damage in a 20 ft radius. Not actually 
a letter at all but a small wrapped box. He has 3 of 
these. 


Demolitions, Singing country music songs (badly) 


Post Haste has the ability to run at blurringly fast 
speeds and is mysteriously immune to the effects of 
friction. One of his favorite attacks is to throw a "let- 
ter bomb" (that he stores in his satchel) at an oppo- 
nent, run a safe distance away and then detonate it. 
He also has been known to capture an opponent in a 
whirlwind (by running around his opponent) and 
then batter them with rapid punches. Of course, his 
punches have no more force then normal, it's just 
that he can hit someone 42 times in the time it takes 
anormal person to throw one punch. Also, Cal can do 
a slamming move through attack that causes 
tremendous crushing damage to a target. He himself 
is protected from any real damage by the wall of air 
that moves ahead him like a force field. Also, b/c of 
his super high metabolism Cal now heals damage to 
his body A LOT faster than it used to. 
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Powers continued 


Back Story Cal was a driver for National Parcel Express...which 
he hated. His supervisor micromanaged his every 
move. He spent all his spare time in a paramilitary 
club, collecting knives and studying demolitions and 
dreaming of blowing his boss up. One day while deliv- 
ering a strange package he accidently dropped it. An 
odd glowing green ooze seeped through and got on 
Cal's skin. He soon became ill with a fever and went 
into a coma. About a month later, he woke up and dis- 
covered two things: 1. that everyone around him was 
moving considerably more slowly and 2. That his boss 
had unjustly fired him. He found that he moved so fast 
in fact that he showed up as a mere blur on most 
cameras. He saw this as a way to get his much longed 
for revenge. He loaded up some explosives and sped 
down to blow his former boss into the next life. Soon 
after, the news reported that a NPE supervisor had 
been killed in an explosion. All that was seen was a 
blur in and out of the building followed by a consider- 
able amount of wind! With no job and the temptation 
to use his powers for gain, he began a series of bur- 
glaries. But he soon ran into a local super team which 
was too much for him. It was about that time that a 
Problem (a prominent Super Villain organization) re- 
cruiter contacted him with an offer that he couldn't 
refuse. 

Note: Cal has a very droll sense of humor that most of 
his teammates don't appreciate. For example, he 
thought his postal past would make a great villain 
name. 


Weaknesses But b/c of his super high metabolism Cal is constantly 
eating. 
Quote | "Special delivery! *BOOM!!*" 
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Santa Claws 


Kars Kringol 
4'10" 
151 Ibs 


Warrior/Vigilante 


Level S Male, Quasi-Elf (e.g A right jolly 
old elf, but he really isn’t jolly at all, and 
has more in common with dwarves) 


5600 


A strange version of common that is punctuated 
by growls and grunts. 


Special effect: Kars will often sniff 
repeatedly while using this power. If 
he smells naughtiness, get ready to 
rumble! 


Oh there it is Detect hidden foes, same as above through sniff- 
ing. 


Vorpal kringolnium claws which do 8d6 per hand. The 
END cost comes from the strain it takes on Kars. 
If END reaches O he will have to re-sheathe his 


Detect Naughty 
or Nice 


claws. 
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O 
Regeneration | Usable only on self. Heals 1/10 of 


CON per round. Healing rate doubled 
by ingesting beer and cookies. 


End cost 
Cure Heals disease at amount of CON per |8 
turn. 
Neutralize Poisons...including beer, which he 4 
。 drinks copious amounts of...mostly 
chemical for the taste or so he says. 


Armor- Not actual ice but similar effects (but 
。 ; doesn’t melt), protects at level of 
Kri ngol n CON vs blunt / slashing attacks and 
bones 1/2 CON vs. piercing attacks. O End 
cost. 


Mind Block kicks in automatically 
(rage) 


Talents Cold resistance, Survival in arctic like conditions, 
Brawling 


Backsto ry Not much to tell b/c Kars has amnesia. He is in 
search of who he is. He knows his name and that he 
really hates people that are “naughty” ...which basi- 
cally means anyone that is cruel or steals from oth- 
ers. He has a soft spot for children and deer (he’s not 
sure why for the latter). Other than that, he is a beer 
swilling berserker with a perpetually foul temper. He 
might potentially ally himself with others if they can 
convince him that they might know something of his 
past or if they want to rescue children (or deer) that 
are in danger. He often goes berserk in battle (per the 
T&T rules). He will never raise his INT level higher 
than 12 as he enjoys the feeling of battle rage. He 
prefers to use his claws in battle but is adept in the 
use of nearly any kind of weapon he can get his 
hands on. His hair and beard are white but he is es- 
sentially ageless. 
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Appearance He might easily be mistaken for a dwarf due to his 
diminutive size, his beard (white) and his temper 
(foul). He actually is a kind of elf, though not of any 
kind of fae that is commonly known (he has slightly 
pointed ears). He sears a bright crimson snow suit 


and cap with white fur trim. He not at all fat but is 
rippling muscle from head to toe. 


*Sniff, sniff* “Aha! You smell like all kinds of 
naughty! I have a present right here for you!” 
*Snikt! * 


Its not my fault... 
the Union sent 
me over. N 
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Oevil HILL N Devil Hill 


A Gamesmaster Adventure 


sy Codd Petersen 


Foreword 


This adventure was created in 1989, It was the third to last adventure in my campaign and then 
Tunnels & Trolls was sadly put away for 25 years. In December 2014 | ran it again. (This is the 
first level of the authors mega dungeon — hopefully we will be able to feature more levels in 
future issues — Ed) 


Introduction 


Having drinks one night in the Bloody Thirsty Inn, your attention is drawn to an odd couple at 
the nearest table. An elderly woman with short white hair sits with a small mustached man, 
head-to-toe in dark leather smoking a pipe. He is very thin, unkempt, ragged and looks mal- 
nourished. She makes to stand but the tan man pats her hand, and she stays seated. She leans 
over and starts talking to you. “Hello. My name is Shemar and this gent is Varrol Have you ever 
heard of Telemar’s Ruby?” None of you have. 


“Telemar was my great, great, grandfather. He was a mercenary and fought long ago in the 
Uruk War. At the time of the legendary battle, he hid in a cave fearing his double agent status 
had been revealed. It was there he found the 
ruby. It is the size of a man’s head, almost per- 
fectly cut, and a nearly flawless 12 sided gem. 
It was stolen from Telemar on his deathbed 
and has sporadically shown up since. | have 
spent most of my adult life trying to retrieve 
my ‘birthright’ the ruby. This sneak here has 
been searching for years now for this... for me 
and has located it in the last month! | have 
tasked him with stealing it for me, however 
getting back to it will require a bit of force. 
See... it is guarded and resides in an under- 
ground lair. A place called Devil Hill. He can 
lead you there but needs the might to retrieve 
it. Interested?" 


It is so important for me to get my relatives 
jewel. | feel confidant with Varrol as your guide. 
Obviously, | cannot pay a princely reward. 
How does twenty thousand gold for your 
group sound?" If agreed great or negotiate. 


"There is a tan colored, two storey house in the 
west part of town. That is my home, and | 
would prefer you to bring it there upon your 
return. | will have the money ready for you 
upon your return with the ruby.” 
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Varrl ee 


pose zamen ee 00 
st ja LK fcon [pex [onn Seb [wiz 
e h je p e e ee 


Medium sabre 4d6 Medium dagger 2d6+2 


Knows the spell Vorpal Blade - Doubles base weapon dice rolled for a sin- 
gle weapon 5 WIZ 


Magical wooden owl statuette - Alerts him to the intent of anyone about 
to touch him 


2 bottles (6 doses) of Spider Venom - Damage rolled by the victim is 
halved for the next 5 combat turns. The victim will be paralyzed for 5 
combat turns if hit again. 


Knowledge 


The thief Varrol knows where the ruby is. Varrol is a pipe smoker and will often talk about get- 
ting healthy. He is undependable, indecisive and desires to learn how to use magic but is cynical. 
He doesn't like to be in crowds due to his 5'5" height. He speaks in a rough whisper. 


If Asked About Telemars Ruby 


It is a central display piece in the uruk barracks. For a month | was prisoner to them and know 
their schedules. | know where the traps are, and | know when its best to approach the ruby. | 
can get you to it." He shows you his wrists and how they are scarred. "I am merely here to 
show you the way." He crosses his arms, smokes a minute and coughs. "Can | count on your 
assistance? I'm not staying at the inn, so let us meet for departure at 9am tomorrow.” 


Journey 


During the walk Varrol instructs, "Today is Follow the Thief day. You step where | step, you duck 
when I duck. | realize you are bound to set some traps off. Hopefully, they don't bring the walls 
down upon us. You ever been buried? Nasty! Any questions?" 


He smokes pipe weed constantly and offers up the brands he has: Olde Glenhollow,, Tallfellow 
Greenflake and Proudfoot Flake. 


Varrol tells you of his one encounter with the mad bowman. "Surely you've heard of the mad 
bowman. They say he is able to shoot an arrow over a mile. Traders will just be heading down 
the long road from Khazan and there will be this whistling... a thud, and then PLACK! Dead. | 
saw it happen once. Back when | camped along the road. Saw this burly bearded merchant, 
laughing and eating off a leg bone and then thud. Dead. | have always wondered where the 
mad bowman lives and how he selects his targets. Best to keep your ears open and duck on 
the road if you hear a sound." 
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Three Headed Giant Encounter 


The sky is clear and the temperature is in the 
upper 80s. Suddenly a giant boulder plummets 
from the sky and strikes whoever miss a L2SR 
on LK by the most (if all save, no hit). The 
thrown boulder delivers 3d6 crushing damage 
and cuts DEX by a third until healed. 200 yards 
away to your left, cheers a three-headed mus- 
cular, ugly giant from a rocky outcropping on a 
hill. It will take two rounds of running to engage 
it or flee. The giant was wandering and has 
these items in its pants pockets: Hard, crystal- 
lized honey, an iron bell, dried mushrooms and a 
poorly painted 6" rocking horse. (MR 150) 


After the encounter with the 3-headed giant, 
you head into rockier and rougher terrain. You 
walk for hours and stop for a break where Var- 
rol tells you "I've heard there are several en- 
trances into Devil Hill. We will use the one in 
the farmers house." The ground slopes up and 
you see a crop field and past them a couple 
stone buildings. A forested bluff is to the north 
and within you see a small stone fort. A strange 
looking green & hot pink plant 12" high is to 
your right. A waterfall drops into a pond to your 
left. Impassable cliffs 40' high are to the north 
and west. 


Important Note 


Varrol ideally should die from an outside en- 

counter. We can't have him leading the delvers 

right to the ruby, now can we? There are lots of places where he can die! GMs can feel free to 
have him perish at any time. 


Map Locations 
1. Waterfall 


A large willow tree stands at the edge of the lily pad covered pond. It would be warmer and 
clear if not for the downpour of the waterfall. Eleven giant MR 20 poison dart frogs can be 
seen loitering around but will dive in or hide if approached. Attacking them may result in the 
delver taking hits (including spite) where victim must make L2SR on CON to remain conscious. 
Even making the roll results in the loss of all combat adds from unresponsive limbs and mus- 
cles. A failed SR causes the victim to collapse unmoving for 5 full turns. Should anyone go 
swimming they may trip over a submerged and lichen covered backpack on a LISR on LK. 
Within is a huge green quartz 300 gp, small green quartz piece broken off 60 gp, a large pol- 
ished smooth oval of lapis lazuli 620 gp, a huge piece of turquoise 1100 gp and a magical great 
ax with a frog face on the pommel. The axe does 7d6 damage although doubled if the user is 
in knee-deep water. It also allows them to leap 4x their height in a combat turn. 


2. Saracean Plant 
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This bright green and pink plant is 12' high and 
has several cylindrical pods 7' high up on stalks. 
In some places they are open and other closed. 
Within the open ones, the interior is black and 
within each is a bright shiny silver ball. The leaves 
of the plant are green striped with black veins. 
You have never seen a plant like it before. If 
touched, the pod closest to the delver swings 
down and envelops him paralyzing him within 
unless a L3SR on DEX is made to evade and 
ASN on STR to resist paralysis. Those entrapped 
will be crushed and exposed to acidic digestive 
solutions doing Id damage each round. Ar- 
mour does not defend against this. The delvers 
must inflict a total of 100 damage to thoroughly 
destroy the plant or 20 hits to sever a pod. 


3. Farmers Field 
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The field contains various crops: walnuts, coffee beans, green peppers, rice, sugar and some 
spices like thyme and jasmine. In the center of the field is a slumped scarecrow made of 
wood and straw covered by tattered rags. The scarecrow seems to turn to keep facing you or 
maybe you imagined it. The area around it is filled with carcasses of dead adventurers and 
many goblins. The scarecrow does nothing until approached within 20' where it will the charge 
opponents with a SPD of 23! The miscellaneous bodies in the center of the field are fly cov- 
ered and disgusting having been flailed and shredded. There are bits of pieces of broken apart 
armor. To find anything will require literally digging through human innards, organs, and fleshy 
tissue. It is gross but give the delvers 1d6 x 10 gp if they do this. Conveyance magic is detected 
from a magical bola. The 2-balled hell bola is a one time use weapon that will banish any tar- 
get it entangles disappearing with the foe. DEX 12 needed to throw. The Frenzy Farmer scare- 
crow is MR 70. 


Farmhouse 
You get the impression that the building is vacant. 


4. Parlour 


A mostly empty, dirty and rundown room in poor condition. A dusty gray couch is behind a 
small round table, upon which is some pottery with dried flowers and an empty bottle of 'Nix- 
ers Number. A book titled, 'Whether Weather Will Work For You! is left open on the couch. 
There are well-used, damp muddy boots just insicle the door. A 5d6 falchion is leaning against 
the wall. A painting of a sunset with the silhouette of a giant jumping, clicking his heels, is 
hanging on the south wall between the two doors. A green oval rug fills most of the floor. Un- 
derneath the rug it is a small hole containing a diamond earring worth 250 gp. Wood stairs 
wind down. This is the entrance to Devil Hill. 


GM Note: On exiting Devil Hill Farmer Hown will be present. He is disfigured and wears a 
cloak that poorly hides his features. He has a tremendous crab claw for a left arm. His thick- 
scaled flesh is like cracked rock and he has the eyes of a cat. He will be friendly if the charac- 
ters were nice to the troll Yetu. If they killed him or stole any of his treasures, he will attack 
them. If any of his possessions were taken and are visibly in the delvers possession, he will ask 
for their return now that they are leaving Devil Hill: He is MR 210. 


5. Kitchen 


Two brown mice scatter when you open the door to this kitchen. There is a table with three 
chairs. A large candle is in the middle of it with a 2d6 stiletto dagger, embedded point down in 
the wax. There is a box of dried meats. A wooden basket full of peppers of various colors is 
present. There is a small iron stove with two burners and box of matches there. The door to 
the oven is open and empty. A pile of wood is against the east wall along with a 3d6 taper 
axe stuck in the wall. There are two cracked windows looking east to the garden area and 
south to the field. On a small wide disheveled and chopped wooden table there are eating 
utensils, cook pots and two books Larensa and the Leaf Lord and a smaller tome Rolling Attic 
Dweller’. Two large jugs of water and three full bottles of Svens Silverfish wine are also there. 


6. Bedroom 


The smaller room is a bedroom. There is an unmade bed, a couple of worn out pillows and a 
swamp green blanket with crusty brown growths. A small table has 12 gold coins stacked on it 
as well as three well used white candles. A pile of broken mirror shards is collected along the 
east wall in a pile. The outline of a hand with exceptionally long fingers has been traced on the 
right wall with ink. Below it are words that can be read with a LISR on IQ. 'The zote bad many 
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uses for He. A small two-drawer dresser of poor workmanship is against the east wall. Both 
drawers are open and filled with common drab clothes. There is black hair on the floor. 


7. Shed 


A shed with a hole-filled, angled roof containing wood working tools. Lots of tree stumps, 
branches. A pile of rocks is against the back wall. There is a bench just inside the door. The 
only thing of interest is a suit of ring joined plate. It provides protection of 8 (or 16 for warriors) 
between 51 C 4 with -2 DEX encumbrance. 


8. Barn 


There is a pile of fertilized dirt outside the East wall of the Barn. A grotesque MR 25 grub a 
foot long tries to bite anyone digging in the pile. The body of a hobbit is buried beneath the 
sand. It has on a black vest and brown clothes. An inner pocket inside the vest contains a 
small, tied pouch, sea green in color. Within is a scroll tied closed with blonde hair and a magi- 
cal black onyx gemstone worth 280 gp with a concealment spell. The parchment is a hand- 
written letter from Flyteller to the hobbit. The black gemstone is 12 sided. Suddenly a woman 
with long blonde hair appears in the vicinity and begins to dance spinning, her cape waving. 
After 15 seconds she disappears. 


Inside the Barn 

The door looks padlocked, but entrance is easy enough-it has several large holes in the walls 
and there is no roof. The grasses around the perimeter are high and weeds are thick. Within is 
a wooden plow that is broken-one beam snapped. Some dusty gray ceramic buckets along 
the north wall are full of coffee beans. A 5d6 war shovel, 2d6+3 sickle and rake are also 
present. There is a sheaf of four arrows in the SW corner that radiate combat magic. They are 
whammied to do triple dice when shot and the magic cannot be reused after damaging a tar- 
get. A turkey leg, ceramic bowl of broccoli stalks and half-drunk bottle of Pale Shooter’ are 
beside the door. The liquor bottle emits magical vibes. There are two doses left in the bottle. 
Drinking one will double the DEX of the consumer for a day. It will also make them as white 
as an albino for the duration. There are three 8' beams of wood. A dead decomposing goblin 
is propped up against the east wall-it has been looted. It is missing its right hand. 

9. Pond 

If searched an adventurers pack is found in the lake on a L2SR on LK. It contains 

152 gold coins (15 each) 

A silver statue of a wolf 100gp 

Bone dice worth 5gp 

Gold embroidered handkerchief 25gp 

Bloodstone-framed small mirror 25gp 

Small sea opal bracelet worth 175gp 

Wood goblet worth 10gp 


Average Black Jade panther figurine 300gp 
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‘Dearest Ziras, 
I hope this letter finds you. I really hope tt does! 


nd done a bad thing. You said your goodbyes and 
wolfe 5 foolish to go with the hobbit Gamnc Greedy 
silly me, for listening to Gamric, and his tale of easy riches 
at Devil Hil. 


Now I am in need of rescuing. Light-hearted me sitting 
here in a cell, awaiting my time over the flames to 
Gnuumsh, the orc god. We never did find the eye either! 
Gamric tho has an invisible dagger the orcs didn't find- 
that he can dig out of his cell with. He is quite certain he 
knows the way back up, I gave him this note along with 
the bauble so you know its me If you are too late ‘freeing 
h rake them pay my love and remember me through the 
une I yearn to be with yoy again my gallant Rnight. 


In this life or the next, 


-F teller 
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level ! 


up to 
goblin 


entrance 


stairs 93 2 1 Smee 


Level One 
1. Stairs 


Wooden stairs lead down from the farmhouse, where natural light dimly illuminates dangling 
cobwebs through the floorboards of the ceiling above. The storage area is cramped with 
crates, burlap bags and barrels, some of which are open and have nonperishable food items: 
dried jerky, walnut butter, coffee beans, rice and sugar. There is a sealed barrel of Morning 
Dew pipe weed as well. In the NE corner are several tools: pickaxe, crowbar, piton hammer 
and box of nails. Three standard wood doors are your exits, but the north door is blocked by 
two heavy crates and locked. A L2SR on STR is needed to move aside the bottom crate, 
which is full of rocks. L3 SR on DEX to pick the lock or L2 if you have lock picks. Of course, a 
Knock Knock spell will open it. Farmer Hown has blocked this passage to keep the uruks and 
goblins away. The south door has "No Entr" scratched into it and the knob feels warm. If a 
search of the room is made, on a L2SR on LK an empty bottle of Blue Goblin Bitter Beer can 
be found. Within is a simple silver & green quartz ring worth 31 gp. 
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2. Steam Room 


Behind the sturdy door is a 25 square room that is very hot, and steam filled. The smooth & 
wet floor slopes down 30° from the NW, towards a rapid simmering tub of water. There is a 
door 15 to the west which requires a L2SR on DEX or LK to reach or the delver is sliding into 
the 200° water for 5d6 damage/round until rescued. Within the closet is a strange metal de- 
vice 4' long and 3' high with tubes entering the floor and various switches. A L2SR on IQ will 
be needed to figure out how to turn off the heating of the tub. It will take 45 minutes to cool 
to room temperature. A 6” wide inlet above it from the river feeds it. 


3. Yetu 


A crude & blocky stone throne 8 wide and 10' high is against the south wall. A heavy, locked & 
barred trunk is next to it, from which wizards can get a vague sense contains magical things. A 
L6 Lock Tight is upon the chest and no physical 
means can open it. There are two doors on the 
west wall: The southern one is locked and 
blocked with a wood crate full of empty bot- 
tles. The northern most one propped open by a 
small 2 crate filled with straw and four empty 
Blue Goblin Bitter beer bottles. The head of Yetu, a 
giant 12' troll peeks in, says "Good da ye" and dis- 
appears back through the doorway. He will not en- 
ter this room unless his trunk is messed with. Fight- 
ing Yetu will prove to be a difficult match! MR 370. 


GM note: Yetu who has the key for the trunk, will 
have a quest for the delvers to retrieve a fairy 
sapphire’ and reward them with an object from 
his trunk. The creator of these magical sap- 
phires is deeper in Devil Hill but for the playing 
of this Trollszine adventure the object re- 
sides in the uruk leader Carguks pocket 
(area 13). Within the trunk are 5 items: 


e Silver 2d6+2 dagger of Tazingo - 
Can do its Elementary spell of 
Icy gust for no WIZ cost. 


e Helmet of Disappearing — 
The wearer of this turns invisi- 
ble to beings of their race only. 


e Boots of True Aim — Lowers the difficulty of missile 
weapon SRs levels by 2. E.g., A L3SR on DEX 
becomes L1. 


e Ajins Sword -This Broadsword when 
swung, flames for additional 2d6+3 dam- 
age. 


e Ring of Beechsnarl - When placed on the branch of an 
appropriate sized tree, it animates as per the Tree Friend 
spell. Humanoids’ wearing the ring has no effect. 
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4. West Bar Room 


The west bar room with Yetu the troll is 15' square and candlelit with a wooden counter. 
Shelves line the left and far walls. They are covered with jugs, and bottles of various brews, 
liquors, meads and unknown liquids. A narrow door too small for the troll is on the North wall. 
Wizards sense conformation magic throughout the room. The bartender Yetu will pour drinks 
(4 gulps) for 1 gp and drops the coins in a slot in a HEAVY iron combination box behind the bar. 
149 gp within it, should the group somehow defeat Yetu and get to turn the dial to 35-25-30. 
Bottles can be purchased for 8 gp. 


Coffee is available and 1d6 bottles (8 gulps) of each of these beers is available: Bridge Dwarf 
Imperial, Blue Goblin Bitter, Mozas Cyst, Boar tusk, Bagaluths Burnish Brew, Svens Silverfish and: 


e Le Blud, a thick red liquor will make you forget all the unpleasantness in your past. -1IQ per 
gulp 

e Felines Fire bolt works well for the weary wizard restoring Id WIZ per gulp at the price of 
1 minute of sleep occurring ala A Rock-A-Bye for each Wiz restored. 


e Kinky Tease increases drinkers CHR +1 per gulp to members of the same species who 
could be attracted to them. 


e Spider bite grants immunity to all spider poisons but it is quite hard to stomach requiring a 
L3SR on STR to keep down. 


e Pale Shooter will double the DEX of the consumer for a day. It will also make them as white 
as an albino for the duration. 


Quest: Yetu asks your group if you come across a dark blue crystal with a fairy in it, if you 
would bring it to him and in exchange, he will give you an item from his keepsake trunk. Items 
in the trunk were taken off dead adventurers found in 
the long steps to the south of here. If attacked, MR 
370 Yetu will fight with his hands fearlessly and restores 
37 CON each combat round (except fire damage). 


5. Liquor Room 


Liquor room containing wood crates lined with straw 
and full bottles of beers listed in area 4. Besides 4d6 of 
each kind of beer there are bags of spoiled thyme and 
jasmine plants. Farmer Hown gets these in exchange 
for his coffee from an old friend named Knud. 


6. Stone Tunnel 


Narrow stone tunnel with uneven floor and ceiling of 
varying heights. The rotting flesh of a pale humanoid 
slain days ago lies here. The stairs leading down to level 
2 of Devil Hill are blocked from a tunnel collapse with 
boulders and are impassable! (The rest of this mega- 
dungeon will be coming... You heard it here first!) Cling- 
ing to this area live soul suckers. There is one for each 
delver. They are ghoulishly white with vampires’ sucker 
hands and great heads of black hair. They can jump 
and cling to walls and are not undead. MR 25 each. 
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7. Arbalest 

Lying discarded against the SE wall here is a banged up 6d arbalest. There are three bolts for 
it. 

8. Round Room 


A dark 35' round room accessed either though a tan curtain barely hanging or a secret door 
from the ceremonial pit (area 13). To find the 3' high passage requires a search, Oh There It Is 
spell or L3SR on LK to notice. The ceiling is domed and reaches 20 at its height. The west side 
is a step 2 higher than the rest of the room. A TD stone statue of a robed three-eyed lizard 
stands facing north. It has an outstretched arm ending in a palm up fist. Scratches are in the 
floor from it being moved. There are faded pictographs along the walls at eye level of lizard 
men perfuming various mundane tasks. A huge green quartz gem is embedded in the floor. It 
looks like many attempts have been made to pry it out with blades requiring a L5SR on STR or 
DEX. A pickaxe is a guaranteed gem removal for this 1500 gp rock. On top of the fist out of 
sight unless you are on the platform is a small iron key. It has no purpose on this level of Devil 
Hill. 


9. Hall 


The hall is dark. Falling water is heard from the east bend in the corridor turning south. A crude 
drawing of a goblins face is scratched on the NE wall with an arrow pointing north. 


10. Cavern 


A large natural cavern filled with dark water. A 10' wide, greatly damaged & wet boardwalk is 
along the north wall, just a foot above the water. The roar of a waterfall is heard from out in 
the cavern. A small rocky island is 20' out in the lake. There is a small, weathered sign on the 
boardwalk, which reads 'tri-echo'. A stone well, radiating cosmic magic is centered on the 
boardwalk. Scrawled on one of the well rocks in common it reads wish. With everyone on 
the boardwalk it sways back-n-forth a few inches, not being attached to the wall. At the edge 
of the boardwalk is a broken signpost and broken fishing pole. There is no line for it and would 
take considerable time to fix. The Wishing well materializes Ido of any item wished for. One 
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after other wishes are made and some results are more apparent than others. With each coin 
dropped in A L1 LK SR needs to be made. If failed, boards get smacked and go flying high into 
the air. A tremendous tentacle comes up the well and several others as a huge octopus rises 
out of the water, its tentacles reaching for you as it splinters the wood boardwalk. The octopus 
has a CON of 325 but fighting MR of 95 per tentacle; it starts attacking with 2 tentacles then 
brings an extra one to bear each additional round until all 8 are engaged. Any damage done is 
inflicted on the tentacle and to its CON. Those pulled in the water lose 1d3 items and must 
save vs Con L1 or start drowning, taking damage equal to the amount missed. There are rotted 
fish carcasses on the rocky island and two invisible 6" devil imps MR 20, light green (Pito) and 
dark green (Slax) that will fly near the first one to go to the island. They will telekinetically influ- 
ence the delver whom they bind to. A LISR on IQ is required to resist wrongful suggestions by 
the pair. If any yelling occurs the eastern most passage across the lake will echo back whatev- 
er is said. The middle passage will come back twice and the east curly one will come back 
amplified and LOUD! 


11. Wet Tunnel 


A narrow 3 wide, wet tunnel. After 20' there are stairs down. 10 down the flight of 25' stairs, 
the lead character will hear a loud 'Click'. This will not be avoided unless the delver announces 
they are looking for traps and makes a L2 SR on LK after they begin walking or has an active 
Oh There It Is. The stairs collapse, with each stair falling to a 45-degree angle, with the water 
streaming straight down the slide. At the bottom of the stairs is a spiked wall, which will inflict 
3d6. The goblins used to draw up the bodies of dead here and loot them. 


12. Long Room 


A long room with an 8' ceiling. A continuous 
copper line embedding in the floor weaves 
and twists from the doorway across the 
room as far as your light will reveal. Those 
that see in darkness tell that it reaches the 
other side of the 35' long room where there is 
a dark brown heavy fabric curtain. At 5' in- 
crements along the side walls are 6" metal 
points. Wizards feel combat magical energy 
throughout the room. To cross the room re- 
quires avoiding the copper line. A LISR on 
DEX is required to avoid a miss-step or get hit 
by a 2 die bolt of blue white electricity aka 
TTYF from the 14 metal nubs in the side walls. 
Beyond the curtain are dark stairs leading up 
70! to the goblin fort, which is not included in 
this Trollszine adventure. Soon to come! In- 
stead, the stairs reach a spot that is caved in 
and impassable. 


13. Uruk Room 


Brutish uruk voices are heard loudly before entrance to this room as one is disciplining another. 
The 35' x 25' room is a large meeting area with several long wooden benches. Directly to the 
South of the pit is an uruk in glowing yellow armor covered in skulls with a morning star. Out 
amongst the benches are sitting six uruks. Three have crossbows. Uruks MR 30, Leader Car- 
guks is MR 60 and receives the protection from his armor. Treasure: 
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e A dark blue crystal with a fairy in it in Carguks’ pocket. This is the item troll Yetu desires. 


e Glowing scale armor of Carguk - The suit stops 20, gives the wearer +15 STR, fire immunity 
and glows from a Will-o-wisp. 


e 3 crossbows with 22 quarrels 

e 8 broadswords 

e 2 sabers 

e A light bow with 18 arrows 

e A face mask that is white with red blood stains on it. 


e Magical morning star of Murzol, which doubles wielders STR for 5 rounds and then halves it 
for same length of time. 


e Gauntlets of Gubdagog - give +10 CON 

e 416 gp 

e 3 bottles of Bagaluths Burnish Brew 

e A huge color changing red/green Alexandrite gem 1000gp 
e A small jasper 60gp 

e Compass 

e A small citrine 30gp 

e Silver ring 

e A larger piece of ivory 850gp 


e 4 bottles with orange crusty growth around the corks - Liquid courage, digesting the orange 
brew will alter ST and LK increasing by 2D6 for 1 hour, whilst IQ and DEX are reduced by 
Do for the same period. Three doses. 


14. Statue Room 


The door opens on the corner of a small 20' room. There is a 2" layer of sand in most places 
on the floor with tracks across the room. There are several arrows scattered about. In the cen- 
ter of the room is a 5' wide, 3 high ornamental stone pedestal upon which is a small deep 
copper bowl of blood. To your right is a 7 lizard person statue holding an arrow at-the-ready 
on an outstretched long bow. There is a door across the room. Conformational magic is de- 
tected from contents of the bowl and conjuration from the statue. In observing the blood in 
the bowl, it starts moving. At the bottom of the bowl is a gold ring with a 1" blood red spherical 
stone on top of it with a black slit in it resembling a lizard eyeball. Gold wiring holds it in place. 
Wearing it allows you night vision with the ability to see in darkness as well as poison immuni- 
ty. Drinking the blood (gross!) will turn the transforms the delver into a HShan lizard person. 
Taller, heavier, slower, stronger, sturdier. GMs choice if permanent. 


STR x1.75 CON x175 LK x.75 IQ x.75 WIX x.75 SPD x.75 CHR x1.25 Height 15 Weight xl 


If touched in any way the statue releases its drawstring (the arrow is part of the statue and 
doesn't move). A rain of arrows materializes through the stone ceiling falling on your group. 
1d6-3 (minimum 1) arrows directed at everyone. Make successive L1, L2, L3 SRs on DEX, SPD or 
LK for each one. A critically missed roll indicates it penetrated your armor and you do not get 
your protection. They do 2d6 each, armor only counts once against this total if more than 1 
arrow hits. 
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15. Pit Room 


The room is illuminated by torches and is tri- 
angular in shape. Immediately you are im- 
pressed by a huge 10’ round pit in the floor. A 
large locking turn wheel on end, has thick 
spooled rope which descends down into the 
pit. There is a sturdy metal handle on one 
side for turning. There is a wooden box along 
the South wall containing dozens of torches, 
lamps and oil. A 10’ long table is covered with 
various Colored clear crystals with dark cen- 
ters. The pit and lowered basket are an eleva- 
tor for uruks to quickly get to the deeper lev- 
els quickly. The crystals contain shadow trolls. 
These containing gems were discovered 
upon excavating devil hill. Breaking them, 
summons a full size MR 100 jet black shad- 
ow troll. Shadow trolls will do one task be- 
fore dispersing into the shadows if the break- 
er can make a L2SR on CHR. If missed they 
attack. A magical weapon, spell or fire based 
attack is needed to hurt them during the one 
combat round they stick around for. The 
uruks use them for muscle in operating the 
elevator. 


Lower levels are not accessible with this Trollszine adventure but I'll get to work on publishing 
them. For this adventure the elevator has been cut and lies smashed at the bottom of this 60 
pit. 

16. Mist 


The room is full of mist and has no floor! It flashes red, green and white colors and radiates 
conformational magic. If you choose to enter you will not fall but can 'swim' through the mist. 
You will be changed magical in ways depending on the color you enter on: 


White makes an appearance change - the color of your skin, longer hair, smaller eyes, ragged 
clothing, half size etc. 


Red adds extras - number of arms, legs, diminutive shoulder head, horns, larger hands, stone 
skin, natural 6 armor, webbed fingers etc. 


Green grants stat changes, plus 1d6+1 to one of the eight. Choose randomly. 


Repeated entrances to the mist room undo previous visits in place of new transformation. 


17. Oval Room 


The room within is oval. Tapering spikes of many sizes cover the walls from floor to ceiling 
along indented tracks that go around the room. In the center is a 5' column made of steel with 
mesh sides that radiate conjuration magic. A round depression can be seen with the word 
PRESS engraved above it on one side. Make a LISR on IQ or feel compelled to press the but- 
ton. The obvious trap is engineered for those that can't just let it go inactivated. If the doors are 
closed and button pressed, a loud bell will sound and the spikes will begin to move along their 
tracks in the walls, faster and faster as a wind erupts from the column. A LISR on STR or CON 
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will have you resist being blown into the spikes for 2d6 damage 
(armor protects). The saving rolls will increase each round until 
either door is opened or the room goes 20 minutes (10 rounds 
and a LIOSR on STR/CON) It will then stop and be investigated 
by six MR 30 uruks and inoperable for half an hour. 


18. Trash Room 


A trash filled dead end that is the bathroom on this floor for the 
uruks. It stinks of feces and anyone critically missing a LISR on 
DEX steps in some uruk poop. More notable are the four un- 
tampered with transparent green containers 8high and full of a 
clear liquid. Within each of the four tubes can be seen sleeping 
a 7' gilled eel like humanoid with purple and golden skin and 
finned limbs. The glass cannot be shattered unless stuck for 80 
points of damage on a single strike. If so, the stinky greenish 
water will drain, and the being will open large yellow eyes and 
break it's way out! The purple goldens are MR 90 and deliver a 
shock when fighting or are hit! This shock will stun everyone 
near the eel for 2d6 combat rounds unless they can make a 
L4SR on CON. Run! 


19. Elementals 


There is a slight wind in this warm room which is odd being in a chamber deep underground. 
The far wall is alight with a trough of fire on a stone shelf 3' high and runs the length of the 
room. In the center of the room are two steel rounded capped cylinders 5' high with a floating 
image of the sky and clouds between them. The fire AND the metal pillars have Air, Earth, Fire, 
Water conjuration spells on them. The sky image is being created by an air elemental bound 
there. This room is avoided by the uruks. Nothing happens unless the poles are touched or 
walked through in which case the disturbed air elemental will blow the intruder into the fire 
trough unless a L2SR on STR in made. The fire to the west causes 2d+3 damage... and sum- 
mons a MR 75 fire elemental to join the materializing MR 25 air elemental. Their eyes flash and 
the two attack! Magical weapons or spells can only harm them. The air elemental will continue 
to try and blow delvers into the fire elemental whose flame will automatically do 2d6 points of 
damage to everyone in front of it unless the targets can make a L2SR on LK or SPD. 


20. Barracks 


A lantern lit uruk barracks. Numerous cots are in places along the walls. They are mostly bare 
with a single blanket. There are packs on most along with some rations. The barracks seems 
rarely used. There is also a 8 high stone statue with many limbs, which radiates conjuration 
vibes. In a space where its head would be sits the Telemar Ruby. This is a statue of Gruumsh, 
the uruk god of conquest, survival, strength, and territory. There are MR 30 uruks here: One 
less than the characters. Should the tremendous ruby be messed with the statue will animate 
and fight. It has a 150 MR. The living statue can only be harmed by magical weapons. Spells do 
not harm it! There are 37 porcelain jugs of ale, a stone goblet 10 gp, and a mishandled flute full 
of dirt, a wood figurine of a handless hobbit and 27 gold coins. 


21. Underground River 


The underground river flows slowly here and can be swam to the lower level if anyone de- 
cides to come here. 


Don't forget upon exiting Farmer Hown will be in Farmhouse area 4. 
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WIZARDS ANO WARRIORS 
T&TV A Review 


sy Jerry Nucxolls 


Have you ever enjoyed thrilling tales of brave warriors, fearsome monsters, mighty wizards 
and magic weapons, set on a dragon-shaped continent? If so, then you must have seen an ob- 
scure, short-lived TV show called Wizards and Warriors. What did you think | was referring to? 


In 1983, Wizards and Warriors, a mid-season replacement, made its debut on CBS’ Sunday 
night lineup. The show boasted a huge budget, as well as fantastic costumes (for which it won 
an Emmy) and sets. It was written and directed by a number of accomplished television pro- 
fessionals, with many successful shows under their collective belts. Sadly, due to poor ratings, it 
was not picked up for a second season. 


Wizards and Warriors was the brainchild of Don Reo, who has written for shows such as 
M*A*S*H* and The Golden Girls, and, more recently, created the Netflix series, The Ranch. In a 
2002 interview Reo described his inspiration for the show: 


‘At the time my kids were small and they were into Dun- 
geons & Dragons and | was interested in doing an 
hour action/adventure, a swashbuckler kind of 
thing. | was thinking about pirates and that 

came around to knights. | was also enamored 
with The Princess Bride by William Goldman, 
actually | think all of his writing is great. All his 
novels were terrific. So | tried to combine those 
things — in Princess Bride he had a modern 
sensibility in a fairy tale setting. | wanted some- 
thing a little more structured than that, so | 

came up with this concept of a deeply post-apoca- 
lyptic world where technology was in the hands of a 
few wizards, but in evolutionary terms we had re- 
turned, or just about reached what we think of as me- 
dieval times.” 
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The show takes place on the dragon-shaped continent 
of Aperans. In Karteia, to the north, the evil Dirk Black- 
pool and his Wizard, Vector, wage war against King 
Baaldorf in Camarand, to the south. Camarand has 
its own champions, however: Prince Erik Greystone 
(played by Taxis Jeff Conaway), along with his vassal 
Marko (the strongest man in the kingdom), and 
Markos uncle, Traquill, a powerful wizard. 


Wizards and Warriors was an odd, but enter- 
taining mix of high adventure and humor, 

played with delicious, campy earnestness by all 
involved. The ensemble cast, which includes Dun- 
can Regehr, Clive Revill and Julia Duffy, are great, and 
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there is a nice continuity to the show. Some of the jokes are a bit corny, but some are very 
funny. Besides, I've always said that T&T is what you would get if you tried to re-create TOG 
(T&T speak for Dungeons & Dragons - ed.) using “dad jokes”. 


The RPG influence is apparent throughout. In one episode, Marko identifies a group of small, 
reptilian humanoids as, “Jenks - 7th level fighters.” And, of course, the dragon-shaped continent 
of Aperans will immediately draw comparisons to Rrr'lff. Showing further similarity to T&T, 
Traquill at one point offers to “put a little extra whammy” on the heroes’ swords, even intoning 
“Whammy, whammy” as he touches his magic monocle to the blades. 


Likewise, there are numerous scenes in taverns, as well as caverns and dungeons. The episodes 
had titles such as “Catacombs of Chaos”, and “Dungeon of Death”, which would not have 
been out of place on the shelves of your local game store, back when Wizards & Warriors 
was being broadcast. 


lts possible that some of these seeming references are coincidence, but perhaps they are not. 
In the interview quoted earlier, Reo says that his sons came up with some of the character's 
names for the show. One cannot help but wonder what else he used for inspiration. Did role- 
playing books end up on his desk? Or in the writers’ room? It’s certainly plausible. 


Wizards and Warriors is a show that never quite got its due. It holds up quite well today. 
Though its not explicitly a T&T (or even TOG) show, its worth a watch for delvers, or those 
with an interest in obscure TV shows. Its available from Amazon, as a “manufacture on de- 
mand” 2-DVD set. 
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BOOZER S GUIDE TO FANTASY 


MINIATURE PAINTING 


sy Andy Holmes 


For beginners, (Part 2) 


Welcome to the second part of my painting guide. | hope you enjoyed the first section; per- 
haps it encouraged you to give it a go or to pick up a hobby you haven't done for years! 


As mentioned in Part 1, this second article will walk you through paint- 
ing a Reaper Bones Dwarf, as shown here from start to finish. This is 
just how | would paint but feel free to try my method or use this guide 
for tips. Here we go... 


Having unwrapped the dwarf and given it a quick rinse and finger-rub 
in warm soapy water to remove any manufacturing residue or coating, 
I stuck him onto a plastic bottle top with sticky tack. These make 
great, cheap miniature holders! There was no need to prime this mod- 
el; Reaper Bones are fine to paint straight from the pack after a quick 
wash. However, do check for any bits that may need trimming off or 
filing smooth. | find Reaper Bones are usually very clean of flash/ex- 
cess, but it is worth a look over as you don’t want moulding lines 
spoiling the finished piece. 


Then | began the first stage of applying the base coat. First of all, choose your colour scheme 
so that you already have an idea of how your finished model will look. Then begin. Paint all of 
the largest areas first. In this case the cloak is the largest area, then the clothing, armour, 
weapon and finally the beard. Do these first, with a quick base coat. | tend to use a lighter 
tone of the colour | want as | like to finish with a dark wash, which I find gives a more realistic 
finish. | very rarely paint brightly coloured miniatures especially if they are dungeon adventurers. 


coating. | did the cloak a base green; the weapons and armour with a basic metallic silver / 
chainmail; the plastic base brown; the clothing different shades of green and the gloves and 
leather parts a basic brown. For the face | used a basic flesh colour and for the beard, a partic- 
ularly important part of this mini, | used a light orange. 


Note: You can make as much or as little of the base as you like. | prefer to make a little feature 
of the base and sometimes attach a plastic base to these Reaper minis just to add some inter- 
est. You can just keep the base black, depending on how you intend to use it in your tabletop 
gaming or as a display piece. Small tufts of grass are available online at little cost; it is surprising 
how much a tuft of bracken, grass or small stones can enhance a mini. 
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My standard technique for dwarf beards runs thus: 


Base coat: Light Orange 

Wash: Red ink 

Highlights: Bright orange or yellow (sparingly) 

Optional: Cover with a mid-dark tone to darken it all down a hue. 


After all the base coats have been laid down 
there should be no areas of the mini without 
paint and you should have something along 
the lines of the image here. 


Depending on how far you want to go with 
your mini, you could leave it here, or give it a 
complete wash to finish off! At this point, | 
prefer to give the mini a touch up, perhaps 
tidying up lines where you may have gone 
wrong during the base coating or picking out 
details. Then onto the next stage... 


After you have done a little tidy up of lines, 
select areas that demand a bit more attention, 
such as different parts of the clothing or Te 4 
equipment, and touch up with different shades 、 a> 
or colour. Also, at this stage, | tend to add 

some shading, as seen below with the back of the cloak. | 17 up the areas and folds that 
would have a natural highlight and painted a delicate lighter shade, as shown here. 


Then | like to apply a wash over the base coats. For weapons & armour | use a black armour 
wash, but if you don’t have one then a flesh or dark wash would be fine as it will give a nice 
antique/ancient look to the metal. If you have golden armour or weapons, use a brown wash 
on it, not black. It gives the gold (or bronze/copper) a real lustre and used appearance. 


You can use the same colour wash as the base layer, for example a green wash on the cloth- 
ing and cloak, or just use a general mid-dark tone wash over the entire model (apart from the 
metallic parts). You will need to experiment with ink wash shading and decide what suits your 
mini or your style. You can see the effect of the wash on the image above — the shoulder ar- 
mour shade has made the details ‘pop’ adding realism and the axe now has some depth to it. 
The shade should settle in the deep recesses and 
you can then pick out some brighter detail with sil- 
ver such as the weapon blade or spikes. The close- 
up detail image here shows how weapons & ar- 
mour really benefit from a dark wash. 


| used a red wash on the orange beard, to give 
some depth to it and tone it down. This can be real- 
ly satisfying as you begin to see the beard look 
much better! 


This image shows the model after washes have 
been applied. Note the beard now after the wash 
has added depth and toned it down for greater real- 
ism. 


Wait until all washes are completely dry and assess 
how your model is looking. | now try to find high- 
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lights and small details | can pick-out, such as armour details/edging, shield patterns, straps, but- 
tons and belt buckles etc... 


This is also a good time to pick out nice sharp borders such as edges of the cloak, clothing, 
hood etc. Using the edge of a small detail brush, apply a delicate highlight, a tone or so above 
the base coat. Again, experiment and discover what level of edge highlighting you are happy 
with. Be careful, however, not to overdo this stage or the figure will look a little silly. 


Now, onto the flesh/face. | admit | find this part the most challenging, so | tend to keep it sim- 
ple. However, | was lucky with this mini and the face turned out well; there was little flesh on 
show! 


The image below shows the mini as it is now. Washes done and the face complete. | used a 
basic flesh tone at the base layer stage, applied a flesh wash over the entire face (any brown 
tone would work) then highlighted under the eyes, lips and top of the nose with light flesh 
tone. After the wash, you could use the initial basic flesh tone to re-highlight or add a tiny dash 
of white to the flesh to use as a highlight. Be subtle. Less is more in my view when it comes to 
faces. 


For the eyes, | applied a 
tiny touch of off-white 
then using a very fine- 
pointed detail brush ap- 
plied a dot of black to 
each eye, making sure 
they were looking in the 
same direction. That is all 
that is needed on a mini 
like this. | then highlighted 
the eyebrows and beard 
with tiny streaks of yellow 
on the most prominent 
areas as shown before | used another light wash over it all. Once it settled and dried the beard 
really started to ‘pop’ and | was happy! 


The image on the right below shows the mini almost complete, with the edge-highlighting 
done on the cloak, the beard dry, subtle silver highlight/shading on the axe and armour prom- 
inent surfaces/edges and the base tidied up and a grass tuft added. Can you see how adding 
this has immediately raised the profile of the mini? 


All that remained was a bit of detail tidying up: a few tiny highlights such as the leather (subtle 
yellow shading with the edge of the brush); the clothing edging in a nice light green and a few 
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buckles & studs on the hood & clothing. The final finished miniature is now complete, shown 
next to the miniature when it was straight out of the pack! 


| really hope you have enjoyed seeing this dwarf come to life step by step and you have found 
this article interesting and useful. Many more ‘professional’ techniques can of course be em- 
ployed but for me, the above sequence shows my preferred approach to my miniatures. 


Every miniature is different, of course, and presents different challenges, especially chaos war- 
riors, barbarians, evil magicians and monsters! 


| hope you will follow Part 3 in the next issue! 


What are you 
looking at, shorty?! 
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TROLL Links 


Your map to the many hiding places where Tunnels and Trolls (and associated forces) treasure is 
to be found. 


Vin Ahrr Vins Trollbridge: https://trollbridge.proboards.com/ 


Tavernmaster Games : http://www.tavernmaster-games.co.uk/ 

Webbed Sphere he https://www.webbedsphere.com/ 

Flying Buffalo Press: http://www.flyingbutfalo.com/ 

Flying Buffalo digital products including Trollszine 
https:/Awww.drivethrurpg.com/browse/pub/2238/Flying-Buffalo 

The word from Ken St Andre: https://twittercom/Trollgodfather 

More words from Ken St Andre: https://www.facebook.com/Trollgodfather/ 

Even more words from Ken St Andre: https://atroll.wordpress.com/city-of-the-gods/ 


Straight to the Source for Kens work: 


https:/Awww.drivethrurpg.com/browse/pub/9559/Trollhalla-Press 
Sid Orpins blog https:/Awww.darrghsden.co.uk 

Jeff Freels site: https://jeffwerx.com/ 

Liz Danforth’s site Oakheart: http://wwwilizdanforth.com/ 

Steven Crompton’ site : https://stevenscrompton.wordpress.com/ 
T&T in France https://tunnels-et-trolls.eu/ 

Peryton Publishing: http://www.perytonpublishing.com/ 

Bill Pitchers Patreon page: https://www.patreon.conVbillpitcher 


Dan Hembrees Lone Delver Blog: http://danhemsgamingblog.blogspot.com/ 
Dan Hembrees Lone Delver Press: 


https:/Awww.drivethrurpg.com/browse/pub/3094/Lone-Delver-Games 


Mark Findlays Khaghbboommm press: 
https://www.drivethrurpg.com/browse/pub/4780/Khaghbboommm 


Todd Petersens Facebook T&T campaign: www.facebook.com/groups/TandTonline 
Bill used Map Assets from _https://wwwforgotten-adventures.net 


TROLLSZINES 
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